90-DAY LIMITED WARRANTY 

PARKER BROTHERS warrants, subject to the conditions below, that If the 
components of this product prove defective because of improper workman- 
ship or material during the period of 90 days from the date of original pur- 
chase, PARKER BROTHERS will repair the product or replace It with a new 
or repaired unit, without charge, or will refund the purchase price. 
CONDITlOSrS: 

1. Proof of Purchase: The retail sales receipt or other proof of purchase must 
be provided. 

2. Proper Delivery: The product must be shipped pre-pald, or delivered to 
PARKER BROTHERS (address: 190 Bridge Street, Salem, MA 01970, Atten- 
tion: Quality Control Dept.) for servicing, either In the original package 
or in a similar package providing an equal degree of protection. 

3. Unauthorized Repair, Abuse, etc.: The product must not have been 
previously altered, repaired or serviced by anyone other than PARKER 
BROTHERS; the product must not have been subjected to an accident, 
misuse or abuse. 

REPAIRS AFTER EXPIRATION OP WARRANTY: If the product malfunc- 
tions after the 90-day warranty period you may ship the product prepaid 
and enclosed with a check or money order for $10 to Parker Brothers. Parker 
Brothers will, at Its option, subject to the conditions above, repair the prod- 
uct or replace it with a new or repaired unit, subject to availability of parts. 
If replacement units or required parts are not available, the $10 payment 
will be refunded. 

EXCEPT TO THE EXTENT PROHIBITED BY APPLICABLE LAW, ALL 
IMPLIED WARRANTIES MADE BY PARKER BROTHERS IN CONNECTION 
WITH THE PRODUCT, INCLUDING THE WARRANTY OP MERCHANTABIL- 
ITY, ARE LIMITED IN DURATION TO A PERIOD OP 90 DAYS PROM THE 
DATE OP ORIGINAL PURCHASE; AND NO WARRANTIES, WHETHER 
EXPRESSED OR IMPLIED, INCLUDING THE WARRANTY OP MERCHANT- 
ABILITY, SHALL APPLY TO THIS PRODUCT AFTER SAID PERIOD. SHOULD 
THIS PRODUCT PROVE DEFECTIVE IN WORKMANSHIP AND MATERIAL, 
THE CONSUMER’S SOLE REMEDY SHALL BE SUCH REPAIR, REPLACE- 
MENT OR REFUND AS IS HEREIN ABOVE EXPRESSLY PROVIDED, AND 
UNDER NO CIRCUMSTANCES SHALL PARKER BROTHERS BE LIABLE FOR 
ANY LOSS OR DAMAGE DIRECT OR CONSEQUENTIAL, ARISING OUT OP 
THE USE OF, OR INABILITY TO USE, THIS PRODUCT. 

SOME STATES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED 
WARRANTY LASTS, OR THE EXCLUSIONS OR LIMITATIONS OP INCIDEN- 
TAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATIONS OR 
EXCLUSIONS MAY NOT APPLY TO YOU. THIS WARRANTY GIVES YOU SPE- 
CIFIC LEGAL RIGHTS AND YOU MAY ALSO HAVE OTHER RIGHTS WHICH 
VARY PROM STATE TO STATE. 


1^R4RKER 

BROTHERS 


We will be happy to answer your questions or comments about our WHERE IN THE WORLD 
IS CARMEN SANDIEGO?® game. Write to Consumer Relations Department, Parker Brothers 
P.O. Box 1012, Beverly, MA 01915. 



User’s Manual 

For 1 or more players 
Ages 8 to adult 


for the f f ^®System 


WHERE m THE WORLD IS CARMEH SANDIEGO? 
Is a registered trademark of ErdderBiind Software 
Inc., and is used under license. © Copyrighti'lQSS, 
1986 Brdderbund Software Inc. All rights reserved. 
Rules © 1988 Parker Brothers, Division of Tonka 
dorporatiDn,' Beverly, MA Q1915. Printed in Japan. 
Mega Cartridge for use exclusively ©n the SEGA 
System, f | | ^ 



Original game design by 6«ne 
Portwood and liauren Elliott, 
Brjgfderbund Software, Inc. 

SEGA SYSTEM program by Bob 

Halliday, Chase Sebor and Gary 
Piatt 

Video graphics by Joanne Cord and 
Debbie Graziano 


Additional video graphics by 
Richard Blewett, Parker Brothers 
Translation design by Sam 
Kjellman, Parker Brothers 
Package design by Karen Schmidt, 
Parker Brothers 

Copy edited by Susan Hash, Parker 
Brothers 


HAETDIiXNG THE MEGA GAKTHIDGE" 

The MEGA CABTBIDGE is Intended for use exclusively on the 
SEGA System, 

3?roper usage; 

Do not bend, get wet, disfigure or subject to thinners, benzine 
OP violent impact. 

Do not expose to direct sunlight or heat source. 

If it becomes wet, dry it completely before using. 

When dirty, carefully wipe only with a soft cloth dipped in 
soapy water. 

After each use, put cartridge back in case. 


EQUI]?MENT 

WHEBE IE THE WOBLD IS GABMEE SAEDIEGO?® Mega Cartridge 

• User’s Manual • Detective’s Almanac 

SET trp 

How To Iioad Your Cartridge 

1 . Make sure the power switch is on OFF. 

S. Following the instructions in your SEGA System manual, insert 
the CABMBE SAEDIEGO cartridge into the power base as shown 
helow. 

3. Turn the power switch to OE. (If nothing appears on screen, 
recheck how the cartridge is inserted.) 

IMPOBTAET: Always make sure the power base is turned off when 

inserting or removing the cartridge. 



TAKIHG THE C01SrTHOI.S 

Throughout this instruction booklet, we will refer to the parts of 
the hand-held controllers by the names on the illustration below. 


STABT button 

1 Select/Continue button 

2 Action speed-up button 

3 Menu select/ 

Move detective joystick 
Up/Jump 
Left 
Eight 

Down/Duck 



ONE-MINUTE RULES— Quick: Reference Summary 

To Display World Map and Flight Connections: Move detective to 
center of Airport picture, then press Button 1. 

To Catch a Flight: Go into Airport. Move cursor to name of city you 
want to fly to, then press Button 1. 

To Interview Witness: Move detective in front of building 
doorway, then press Button 1. 

To Enter Fact on Crime Computer: Enter Phone Booth. Press 
Button 1, then move cursor to fact you want to fill in and ollok 
Button 1 until the correct fact appears. 

To Conduct a Crime Computer Search: Move cursor to “Search for 
Suspect” then press Button 1. 

To Avoid Injury: As you close in, the henchmen and thieves will 
fire bullets or throw knives at you. Jump up or duck down! 

To Obtain an Arrest Warrant: After you’ve entered 3 or 4 facts 
and successfully completed a search, the computer will 
automatically issue you a warrant for your suspect. 

To Make Your Arrest: Track the thief to his or her hideout city 
and begin to investigate. When you’re on his trail, the thief will 
come out shooting. Dodge the bullets until the thief runs out of 
ammunition— and the cops come and arrest the crook! 






GAMEFLAY 
The Chase Is On . . . 

Monday, 5 a.m. A ringing sound jars you awake. You grope for the 
phone and drop the receiver on the floor. Out of the darkness comes 
the voice of the chief: “Wake up, kid. Got an assignment for you.” 

You stumble out of bed, turn on the light and grab your brand 
new detective’s notebook. 

“Just got a call from Interpol,” says the chief. “Looks like 
Carmen’s gang has pulled another caper.” 

“Any leads?” you ask. 

“Wot with this bunch. They’re too slick. Can’t give you any more 
details on the phone. Better get down to the office double quick. 

It’s going to be a rough one.” 

“Right, chief.” 

As your trembling hand replaces the phone on its cradle, you 
wonder why you ever got into this line of work. Before this 
morning. Carmen Sandiego and her Villains’ International League 
of Evil (V.I.L.E. for short) were just sensational headlines in the 
newspaper. For more than five years, she .and her gang of felons 
have managed to stockpile the world’s most valuable treasures 
while outwitting every so-called “crime expert” from New York to 
Sydney. Wow they’ve struck again. And you, the newest employee 
of the Acme Detective Agency, have been given the near-impossible 
assignment of tracking them down. 

Good luck! 


To Catch a Thief . . . 

Signing In: As soon as you’ve inserted the CARMEN cartridge and 
turned the power ON, you’ll he asked to pick your rank. Use the joy- 
stick to move the cursor; let’s start at the Rookie level. 

Once you’ve sighed in, the Acme Grime Computer will give you 
the details of your assignment. To move on to the next message, 
press Button 1. After you’ve read all the messages, you’re on your 
way! 

NOTE: At any time during gameplay, you may speed up the text— 
and the action— hy pressing Button 3. 

Tour Assigniuent . . . 

One of the 10 possible suspects has stolen one of 90 national 
treasures and is hiding out in one of 30 foreign cities. Your Job is 
to track down the suspect by collecting clues that will point you 
towards the city Itself or the country in which the city is located 
and get the correct arrest warrant. 

Look at the Police Dossiers at the back of this booklet for some 
background on the 10 suspects. Any one of them could be the thief. 

'We’ll tell you right up front: The higher your detective rank, the 
tougher the case. And Carmen Sandiego, the thieves’ ring leader, is 
the most elusive crook of the lot. It will take an Ace Detective to 
catch her! 

Use the special Detective’s Almanac to find facts and follow up 
on clues. 

You’ve got just 7 days to solve each case, from Monday morning 
to Sunday night. So watch the time tick away on the on-screen 
clock (it operates in international time: from 0:01 to 24:00 hours) 
and try not to waste a move! 



Start Your Search 

You’ll start at the scene of the crime— the city where the thief 
swiped the treasure. Refer to the Official Interpol Map in this book 
to orient yourself geographically when you arrive in a new locale. 
The main screen always gives your present location and tells you 
the day of the week and the time. 

As you arrive in each new city be sure to read the descriptions 
that appear on the screen. They contain information that will be 
useful in pursuing Carmen and her gang. 


Airport/World Map 

Move your detective to the center of the Airport building and press 
Button 1. This brings up the world map and list of all destinations 
you can reach on connecting flights. 

Hint: Check in at the Airport as soon as you arrive somewhere — so 
you’ll know the possible escape— and pursuit— routes. To leave the 
Airport, put the cursor on “Cancel Flight.” 


Investigation. 

Move the detective in front of the door into a location (l.e., the 
Embassy) and press Button 1 to make a witness appear on-screen 
and give a clue. To exit, move the detective. 

Visit as many or as few locations as you wish in a city, but, 
to avoid wasting time, use the Official Interpol Map and the 
Detective’s Almanac to decipher clues and decide where to 
globe-hop next. 

To fly elsewhere, go into the Airport and bring up the World 
Map. A blinking orange dot will mark where you are. Point the 
cursor at the city you want to travel to, and a white light will 
blink there. To depart for the new locale, press Button 1. 

If you travel to a wrong city, the witnesses won’t have any clues; 
backtrack and try to find the right trail. A clue may fit more than 
one city so dig up more information. 
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Interpol 


As you collect clues about your suspect, either jot them down or 
enter them on the Grime Computer at Interpol: 

Move your detective to the phone booth, and press Button 1; 
he’ll automatically put in a call to Interpol. To enter the facts 
you’ve learned, press Button 1 until the fact you want appears on 
the screen. 

When you’ve entered 3 or more facts, you can do a computer 
“search”; Move the cursor to “Search for Suspect” and press 
Button 1, If these facts fit only one suspect In the computer’s 
memory and eliminate all the other thieves, it will automatically 
Issue you an arrest warrant. Remember: Do your searches 
selectively; each one costs you valuable time. 

If you’re only using the menu to “store” facts (without actually 
doing a search), use “Exit” to move your detective out of the phone 
booth, then go back later with more information. 

How to Use Your Detective’s Almanac 

Your most Important Investigative tool, this gives you hundreds of 
facts about the countries— and saves you precious time by helping 
you avoid unnecessary travel. Remember: Clues may point to 
either the connecting cities or to other locations in that country. 


Example: You’ve had a tip that 
the thief went to a country 
whose currency is called Kroner. 
Go to the Airport and check your 
connections: London, Montreal 
and Oslo. Using the map in this 
rules book and the Almanac, 
find what country each city is 
in, and select the country that 
uses Kroner. You’re off to Oslo! 



Sleiithful Hints 


• The clever thief stays in hiding and orders a crony— a V.I.L.E. 
henchman— to check you out if you’re getting too close. When you 
see a suspicious person step out on the side of the screen, you 
know you’re on the right track. 

• Ho thief worth his or her salt gives up without a fight. The closer 
you get, the more dangerous your situation, so prepare to use 
your Joystick controller to DUCK or JUMP flying bullets and 
knives. Be careful, because if you’re Injured you’ll lose time 
recuperating. And the higher your rank, the more time it takes 
you to recover. 

• Warning: The thieves are even deadlier than their henchmen. 

• When a thief runs out of bullets, the cops come and haul him or 
her away. 

• If the thief fires all his bullets and disappears off screen, he’ll 
re-load off-screen and come back on-screen with one more bullet. 

• Never backtrack if you’re on the right track— you won’t find any 
useful clues. 

■ Use the Grime Computer sparingly or you’ll use up valuable 
hours. And don’t waste time playing tourist or needlessly criss- 
crossing the globe. Instead, use the Almanac to pinpoint your 
clues. 

• Before you attempt an arrest, be sure you’ve got a warrant from 
the Crime Computer. But don’t wait too long to get one: If you 
don’t have one— or if you’ve had one Issued for the wrong 
suspect— you can’t make the arrest and the thief will slip 
through your fingers! 

• Every case Is different. Whenever you begin a new assignment, 
you start at a new city, with a new suspect and a new stolen 
treasure. 

• Once you’ve reached the top detective rank, play until you’ve 
caught Carmen Sandiego herself. She’s one tough cookie to catch, 
and if you get her, you’re an awesome Ace Detective and you’ve 
won the game! 



POUCE DOSSIERS ... 

CLASSIFIED: FOR OFFICIAL DETECTIVE AND POLICE USB ONLY 
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